A Study to Investigate Games Within a Teaching Practice by Principe, Michelle
How do games affect my teaching practice?
Research Question
• Limitations of the study: students’ 
motivation and participation was based on 
students instead of researcher, difficulty to 
measure creativity of bingo game, COVID 
regulations for classroom, students’ usage 
of laptops, and only able to create games 
for math or social studies. 
• Games affected measured factors of 
enthusiasm, creativity, motivation, 
participation, classroom management, and 
time management. 
• Games affected my planning and 
preparation through choosing the right 
game for content being learned and was 
very time consuming.




The purpose of this study was to see how 
games affected my teaching practice. It looks 
at specific factors within my teaching practice 
in my fourth-grade student teaching 
placement and compares the factors that 
were influenced when there was a game in 
the lesson, as opposed to no game in the 
lesson. 
Abstract
•The main method of qualitative data 
collection for this study was with 
reflective questionnaires and researcher 
journals—in which the researcher reflected 
upon all factors of my teaching practice.
•Data based on the description of the 
researcher, the observations of the 
cooperating teacher and the affects games 
have on my teaching practice was collected 
and comprised into graphs.
Methods and Data Analysis
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Quote
“Games are potentially powerful 
learning tools because they can 
motivate, engage, stimulate 
higher order thinking, replicate 
phenomena accurately, and 
speed up or slow time in order 
to provide relevant instructional 
experiences.”
